Fog Ino 

ASrfitb LA Ao 

/R(7)AA\ J§(Z)AftbA\ 

Aboffc§L(Light Scattering) L A JLA ■SSftjprSr A b o AfRA LA L/A 
A^aa/fS 7 —A;i-AA\ 7 f ^f7a-v?3yo < J:5* 

SftjfcSr Ab oTV' l R1‘^\ ASrvA ^ F — h LAA<5 AAAfAfc b AibAy 0 

Lr pixel} EAV't, JW| ^ CO A ^ f^j 6 V ' pixel A b N A<5 $ <Aftb#Sr5At AAo 
jJt < (D pixel A b 1AA R 'Rt < „ ts < A pixel A b {Ail l ''§r#A A *9 Abb 

DAI A "Alpha Rendering" A ON A b Alpha A -V LAASr&L3 L % 

#GA Alpha AA/FAAp A'A^LAAAfA RGB SMLRto 

"Alpha Rendering" A OFF A b Alpha A A AA ASr^SHAfb 
RGB Mask LAA<Z)A\ 


- AbJ - 
Source 

&!SAA 3 ®fIAig|%LAAo 


— hx/E — 

Radius 

AAftbAffflA, HA^AA^LAlb 

^{AtA A v A — b/A'to 

AnAA^ffiAbs^b^Ao HAm00A-fo 

Pixel rtigR AL£vLitABAAAAi£bA\ Fog (W) A AAo 
AflfAAA < A^SLMD^AAA^ A Ac 
MffimA-fo 


Curve 

O.Olb±0®A0RtRto HAtAlOObrfo 
Mfrlfc pixel 15 LA <L>j^#{Aii < A V A Abb 
S©^ftS Gamma A IRA A A L AAo 

i.o©IAii5$(i^Tbisttto 
ffiA/h £ W5 if A 5 $ AlB *9 (fb#b^#dEM !9 X 
A # V L5 i?W Z> £ tm b A(ir# bbtlf £ A) A A 0 
awiiAto 


Power 



% *9 cS 'Jc'to 

Ofrb 1 (DmM Lt -to 

^fS'efiail#(7)0f 5 ci t &h v t.-f 0 

0.0<DR$ltfttffflctbi a , FogltfafaV£'&A; 0 
0.0 T <0 /h £vMfi£r-2.0£-?-§■;*. 5 r 
z<D^<D^mit^<DM^ixitfj:<, Bf ZtDfflc&kfty t-f 0 

Mitt ltto 


Threshold Min 
Threshold Max 

Z<DM&i£#>X : £tlEJL±<D91Z £<D Pixel 1d~o 

i *9K5V' Pixel ^tU^J] Pt, 

ffiC’Threshold Min")£A±<£>)W^<© Pixel X'fo'itz. t # fc, 

licit 

Pixel fit <Z) RGB <t)LffiT'1t 

0.0£l±1.0l£lT©|Efflt'^^t^to 
Phti: ’bl.Olil'6 £ Fog tiTA/ 0 


"Threshold Max" ^"Threshold Min" 

Min /t b Max(Dm%V ^TWlT fog <D$£fc%tj:lb bfrKft ftl^lt 

"Threshold Max"n t LTfc< (Min £ 0 t $ IttUt 
"Threshold Min"iCf±(Z)Pj! 5 $ l'# * “9 Hit 

"Threshold Min" t if n Fog 0 H1~„ 


Alpha Rendering 

Alphatt 5/f-C-fo 

OFF (Dt^ t LHitAy 0 

ON X Alpha t t M £ L H It 

off -eit 



